Listing of the Claims: 

Please amend the claims as follows and replace all prior versions and listings of the claims in the 
application with the following listing of claims: 

1-12. (Canceled) 

13. (Currently Amended) A method for providing simultaneous context based audio 

interaction among a plurality of participants in a network based gaming environment, the 
method comprising: 

using a game server to establishrfingll a network based game environment containing 
identifications for a plurality of game participants; 

maintaining a game state profile for each one of the game participant identifications at the 
game server, each game state profile comprising game specific context for a. given game 
participant identification ; 

using die game server the game state profiles to identify a plurality of groups of 
participant identifications based upon the game state profiles , each group comprising a 
plurality of participant identifications having within the game state profiles a shared game 
context comprising parameters or attributes wi t hin ■ th o-g am o st at e p r o files that permit[[s 
]Jaudio communication among the game participants associated with those participant 
identifications; 

using the game server to send instructions to a separate conference server to 
establishing]] a plurality of simultaneous and independent voice over internet protocol 
based audio conferences within the network based game environment, each audio 
conference associated with one of the identified groups of participant identifications and 
permitting audio communication for the participants associated with the associated group 
of participant identifications; 

using the conference server to establish an audio path between an audio mixer and 
communication devices associated with each game participant in one of the audio 
conferences; and 



2 



using the established audio paihs for the permitted audio communications among game 
participants: 

wherein each game participant communication device is in communication with the 
conference server and the audio mixer but does not directly communicate with the 
conference server 

ide ntifying a fea tu re vecto r-bet w ee n e ach pair of particip an ts in each audio conference, 



participants; and 

using the feature vectors to modify audio signals exchanged b et ween pair s of participants 
within a given audio conference . 

14. (Currently Amended) The method of claim 13, wherein the game specific context 
comprises a common communication medium, membership in a group, telepathic 
connections or a shared language step of maintaining a game state - p rofile-compri se s 

15. (Withdrawn) The method of claim 13, wherein die step of maintaining a game state 
profile comprises maintaining a game state profile for each participant in each one of a 
plurality of distributed game servers associated with each participant. 

16. (Currently Amended) The method of claim 13, wherein at least one participant 
identification is simultaneously contained in at least two identified groups of participant 
identifications and the associated game participant participates simultaneously in at least 
two of the independent audio conferences the st o p of e s tablishing an au di o - co nf e r e nc e 
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based audi o- c o n fe r e nc e. 



17. 



(Canceled) 
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IS. (Previously Presented) The method of claim 13. further comprising modifying one of the 
groups of participants based upon changes in the game state profiles of game participants 
in the group. 

19. (Previously Presented) The method of claim 18, wherein the step of modifying the group 
of participants comprises removing participants or adding participants from the audio 
conference associated with that group of participants. 

20. (Canceled) 

2 1 . (Previously Presented) The method of claim 13, further comprising dynamically 
switching at least one participant between two distinct groups. 

22. (Currently Amended) The method of claim 13, wherein the game server comprises a 
back-to-back user agent and maintains audio conferences on behalf of the game 
participants, instructing the game server to set up each media path to point to the 
communication device of each game participant th e stop of establishing an au dio 
eettferen c o c omprises d eliv er i ng -aB-audi o signal to each audio conf e r e nc e participant that 
eem prises the sum of all received audio signals from all other a udio c onf e ren ee 
participants . 

23. (Canceled) 

24. (Currently Amended) The method of claim 1 3 , further comprising identif ying a feature 
vector between each pair of participants in each audio conference, each feature vector 
comprising direction and distance information between a given pair of participants; and 
using the feature vectors to modify audio signals exchanged between pa irs of participants 
within a given audio conference: 

wherein the audio feature vector comprises information about distance, direction, 
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communication medium, transmission frequency or transmission amplitude. 



25. (Currently Amended) The method of claim 24 [[13]], further comprising modifying the 
audio feature vector in response to changes in the game state profiles of the audio 
conference participants. 

26. (Currently Amended) A computer readable medium containing a computer executable 
code that when read by a computer causes the computer to perform a method for 
providing simultaneous context based audio interaction among a plurality of participants 
in a network based gaming environment, the method comprising: 

using a game server to establish! [ina]] a network based game environment containing 
identifications for a plurality of game participants; 

maintaining a game state profile for each one of the game participant identifications at the 
game server, each game state profile comprising game specific context for a given game 
participant identification : 

using the game server the game state p rofiles to identify a plurality of groups of 
participant identifications based upon the game state profiles , each group comprising a 
plurality of participant identifications having within the g ame state profiles a shared game 
context comprising parameters or attributes w ithin th e g am o s tate p rof i l e s that permit[[s 
]]audio communication among the game participants associated with those participant 
identifications; 

using the game server to send instructions to a separate conference server to 
establishing]] a plurality of simultaneous and independent voice over internet protocol 
based audio conferences within the network based game environment, each audio 
conference associated with one of the identified groups of participant identifications and 
permitting audio communication for the participants associated with the associated group 
of participant identifications; 

using the conference server to establish an audio path between an audio mixer and 
communication devices associated with each game participant in one of the audio 
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conferences: and 

using the established audio paths for the permitted audio communications among game 
participants; 

wherein each game participant communication device is in communication with the 
conference server and the audio mixer but does not directly communicate with the 
conference server 

identif y in g a feature veetor - b et ween each pair of participants in each audio conference, 
ea ch feature vector comprising direction and distance - information b et ween a giv e n pair of 



us ing the feature vectors to - m edtfy-aad-i o - signals exchanged be t we e n pairs of participants 



27. (Currently Amended) The computer readable medium of claim 26, wherein the game 



28. (Withdrawn) The computer readable medium of claim 26, wherein the step of 
maintaining a game state profile comprises maintaining a game state profile for each 
participant in each one of a plurality of distributed game servers associated with each 
participant. 

29. (Currently Amended) The computer readable medium of claim 26, wherein at least one 
participant identification is simultaneously contained in at least two ide ntified groups of 
participant identifications and the associated game participant participates simultaneously 
in at least two of the independent audio conferences th o - stop of e s ta blishing an au die 
ee nf o renc o c om pri s es esta b lishing a sessio n i nit i ati eB-fimteeeJ-ba^ed^i co over intern et 
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30. (Canceled) 



3 1 . (Previously Presented) The computer readable medium of claim 26, further comprising 
modifying one of the groups of participants based upon changes in the game state profiles 
of game participants in the group. 

32. (Previously Presented) The computer readable medium of claim 3 1 , wherein the step of 
modifying the group of participants comprises removing participants or adding 
participants from the audio conference associated with dial group of participants. 

33. (Canceled) 

34. (Previously Presented) The computer readable medium of claim 26, further comprising 
dynamically switching at least one participant between two distinct groups. 

35. (Currently Amended) The computer readable medium of claim 26, wherein the game 
server comprises a back-to-back user agent and maintains audio conferences on behalf of 
the same participants, instructing the game server to set up each med ia path to point to 
the communication device of each game participant fh e stop of establishing an audio 
ee uf e r e n ce co mp rises d eliv ering an a u dio signal to each au dio con fe r e n c e p ar t i c ip ant-fto* 
ee mpri scs' th o sum of all rccoivo d^udie-i^aJs^ 

parti cip ant s. 

36. (Canceled) 

37. (Currently Amended) The computer readable medium of claim 26, further comprising 
identifying a feature vector between each pair of participants in each audio conference, 
each feature vector comprising direction and distance information between a given pair of 
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participants; and 

using the feature vectors to modify audio signals exchanged between pairs of participants 
within a given audio conference; 

wherein the audio feature vector comprises information about distance, direction, 
communication medium, transmission frequency or transmission amplitude. 

(Currently Amended) The computer readable medium of claim 37 [[26]], further 
comprising modifying the audio feature vector in response to changes in the game state 
profiles of the audio conference participants. 



